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NOW YOUR PHONE 
CAN BE A STRAIGHT TALK PHONE 



THE BRING YOUR OWN PHONE PLAN 

That's right. Just about any phone can be a 
Straight Talk Wireless phone. It's as easy as ' 
switching out a SIM card. You can keep your 
phone and number and network but still 
cut your phone bill in half. Without the long¬ 
term contract. All with 4G L.TE+ nationwide 
coverage on America's largest and most 
dependable networks. Now with 3 GB of 
high-speed data, the most high-speed data 
of any $45 plan. 

Bring your own phone and start saving today. 
Go to www.StraightTalkBYOP.com. 

$>1 C UNLIMITED* 

^ ■'■ALK • TEXT • DATA 

30-DAY PLAN NO-CONTRACT 


Straight SAME PHONES, 

SAME NETWORKS, 
HALF THE COST. 
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■ Hay back in the last century, in 
I 11 I a mythical place called "The 

Arcade,"gamers would gingerly 
place their quarters on the Street Fighter tl cabi¬ 
net to stake their claim to play the winner. 

Crowds would gather to watch to skilled 
players face off, and there never seemed 
to be a shortage of contenders waiting to 
prove their mettle. 

It's strange, then, that through the years 
a stereotype developed painting gamers as 
loners who only emerged from their parents' 
basements to restock their Cheetos and 
Mountain Dew. 

In reality, gamers have always been 
quite social. The first arcade games were 
multiplayer affairs like Pong and Space War: 
following those, both competitive and co¬ 
op games flourished in arcades and early 
home consoles. 

Then something strange happened; 
Single-player games started to proliferate. 
Lengthy RPGs, intense adventure games, 
and even shooters featured a lone protago¬ 
nist against hordes of computer controlled 
baddies. Even the first Halo was a single¬ 
player-only offering. 

Still, people wanted to play with or 
against their friends, and the Internet 
provides the perfect way to connect. At first, 
only PC games like Everquest and World of 
Warcraft, provided the option, although 


eventually, console games such as Halo 2 
and Call of Duty: Modern Warfare did as well. 

Today, the majority of games come with 
some sort of online mode, and even fran¬ 
chises that started out as single-player only, 
like Assassin's Creed, have some multiplayer 
content. In fact, the upcoming Assassin's 
Creed Un/fy features the series' first four- 
player co-op campaign. 

This month's cover story is a massive 
leap forward for a multiplayer game. Des¬ 
tiny features a campaign mode that exists 
in a living online world similar to that of 
an MMORPG. Its innovative gameplay will 
grow with its audience. 

Another new trend allows asymmetrical 
gameplay, with a group of friends playing 
heroes while one buddy takes the role of the 
villain. Evolve, Fable Legends, and the newly 
announced Shadow Realms, from powerhouse 
Bioware, all feature this four-on-one gameplay. 

So the next time someone accuses you or 
your fellow gamers of being anti-social. Just 
invite them to join you online for a round of 
your favorite game. 

In the meantime, keep reading Walmart 
GameCenter magazine, for all the latest gam¬ 
ing news, previews, and reviews from the 
center of everything gaming! 
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BY ERIC L. PATTERSON 


same or\J! 

GAMING NEWS, NUMBERS, AND GOSSIP 


LARA CROFT'S NEXT ADVENTURE 
GOES EXCLUSIVELY TO XBOX CONSOLES 



■ ■ hile plenty of reveals 

I I I I and surprises came out 
^0 of Gamescom 2014 in 
Cologne, Germany, perhaps none was as 
shocking as what Microsoft and Square 
Enix had in store for Xbox owners. 

After stepping on stage at Microsoft's 
press event to say a bit about the game. 

Crystal Dynamics head of studios Darrell 
Gallagher announced that Rise of the 
Tomb RoWer would be exclusive to the 
Xbox One and Xbox 360 when it launch¬ 
es during the 2015 holiday season. 

“Tomb Raider in 2013 was a success 
due in large part to your continued 
support," Gallagher said in a release after 
Microsoft's conference."Our goal has always been to deliver something 
truly special with Rise of the Tomb Raider. Today's announcement with 
Microsoft is one step to help us put Tomb Raider on top of action- 
adventure gaming. Our friends at Microsoft have always seen huge 
potential in Tomb Raider and have believed in our vision since our 
first unveil with them on their stage at E3 2011. We know they will get 
behind this game more than any support we have had from them in 
the past. We believe this will be a step to really forging the Tomb Raider 


n "WE BELIEVE THIS WILL BE A STEP TO REALLY H 
FORGING THE TOMB RAIDER BRAND AS ONE OF 
THE BIGGEST IN GAMING" 

[ -CRYSTAL DYNAMICS HEAD OF STUDIOS DARREU GALLAGHER _J 


brand as one of the biggest in gaming, with the help, belief, and back¬ 
ing of a major partner like Microsoft." 

Since Rise of the Tomb Raider vj\\\ be exclusive to the Xbox One and 
Xbox 360, what will PlayStation 4, PlayStation 3, and PC gamers do? 
While you won't have the chance to experience the further adventures 
of Lara Croft in 2015, there is some good news. In an interview with 
European media outlet Eurogamer, Xbox head Phil Spencer confirmed 
that the game's exclusivity agreement is a timed one, and that Microsoft 
didn't purchase ownership of the title outright. So, once that period 
ends, Square Enix and Crystal Dynamics will be able to release Rise of 
the Tomb Raider on other platforms. 

And for those PlayStation 4 owners who were hoping to do a little 
virtual world travelling next holiday season, fear not — a man by the 
name of Nathan Drake should be showing up around that same time to 
invite you on an adventure of his own. 6 


NUMBERS 


35 miliion Copies of Grand Theft 

Auto V shipped so far for Xbox 360 and PS3 

Pieces of DLC included for free in the 
upcoming Sieeping Dogs: Definitive Edition 


lo million PlayStation 4s sold as 
of August 2014 

8 New characters coming to Season 2 of 
Kiiler instinct 

13 Points to spend customizing your 
loadout in Caii of Duty: Advanced Warfare — 
including, for the first time, scorestreaks 
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Fight as Link ", ZeldaImpa and 
many more familiar characters 
from your favorite Zelda games. 



IteenI 

Fantasy Violence 
Suggestive Themes 

\A 




















TAKE CONTROL WITH THESE OFFICIALLY 
LICENSED XBOX ONE MINIS AT WALMART 

T his September, Xbox One owners When the controller launches at Walmart 

looking for an alternative to Micro- on Sept, 7, it will be available in four colors: 
soft's stock joypad will be pleased the standard green and black, and two 

with Power A's new Xbox One Mini Series Walmart-exclusive colors, red and blue, 

wired controllers. Featuring "nano-sized"er- So, if you're looking for a new control- 

gonomics, these little wonders are designed ler for your Xbox One be sure to check out 

for smaller hands, but that doesn't mean these little powerhouses. 

Power A skimped on the features. 

The Mini includes all the bells and 
whistles you'll find in full-size controllers, 
such as impulse triggers and dual rumble 
motors, and Is compatible with Kinect Chat, 
though not with accessories that require an 
expansion port. 

Plus, since this is a wired controller — 
with an nice, long 9.8 foot cord — you 
won't have to worry about batteries. 




MINIS BRING MAYHEM TO 
SKYLANDER5: TRAP TEAM 


■ ■ hile the denizens of the Sky/ond- 

I ■ I I ers world once had to make way 
for giants, there's a whole new 
slew of heroes getting ready to invade the 
game, and they're much smaller in stature. 

Coming as a part of Skylanders: Trap Team 
will be the Skylanders Minis, a new line of pint- 
sized characters that may be small, but who 
packjust as big a punch as their regular-sized 
cousins. With 16 additions to the game, includ¬ 
ing Spry, Mini Jini, Drobit, Trigger Snappy, and 
Hijinx, every one of the Skylanders Minis will 
be completely playable with a full roster of 
upgrades and abilities, including the power to 
trap villains, one of the major new features in 
Skylanders: Trap Team. 


The Minis — along with everything else j 
coming as a part of Skylanders: Trap Team — i 
will be arriving on the PlayStation 4, Xbox One, | 
Wii U, Xbox 360, PlayStation 3, Wii, and 3DS on j 
October 5th. I 


NEW XBOX ONE 
BUNDLES GIVE 
GAMERS MORE 
WAYS TO PLAY 

I f you're looking to get that special some¬ 
one in your life — even if that someone 
is you — the gift of an Xbox One later this 
year, then Microsoft has some exciting new 
bundles coming soon. 

First up is the Call of Duty: Advanced Warfare 
Limited Edition console, perfect for those 
wanting to Jump into the next generation of 
Call of Duty on the new generation of systems. 
With this bundle, you'll get a custom Call of 
Dufy version of the Xbox One containing a 
massive 1TB hard drive, along with an equally 
awesome exclusive controller. By pre-ordering 
at Walmart or Walmart.com, you'll get the Day 
Zero Edition of Advanced Warfare, giving you 
early access to the game and double XP when 
the bundle hits on Nov. 3. You'll be able to pre¬ 
order this bundle with a 10% deposit starting 
Sept. 14 for guaranteed launch-day pickup. 

Do you like your games — and your 
consoles — a little more out of the ordinary? 
Then check out the Xbox One Special Edition 
Sunset Overdrive bundle, which includes not 
only a downloadable Day One Edition copy of 
Insomniac's crazy new open-world adventure 
Sunset Overdrive, but never-before-available 
white versions of the Xbox One and Xbox One 
controller. Just like the COD Limited Edition, 


you can secure your own Special Edition Sunset 
Overdrive bundle at Walmart orWalmart.com. 
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GAMING GOSSIP 


THE REAL LAST OF US ENDING, PLUSKOJIMA AND 
GUILLERMO DEL TORO TACKLE SILENT HILL 


R s your ever-faithful Quartermann 
sits here day in and day out, scour¬ 
ing his information networks for 
the hottest scoops, the temperature rating is 
typically a hyperbolic, metaphorical one. This 
issue, my computer is toasty hot from gather¬ 
ing together the latest gossip for my loyal 
readers — but I can't tell if that's from the 
juiciness of what I've got in store or from the 
sweltering late-summer weather! Whichever 
it is, it's time to get to the good stuff, 'cause 
there's a swimming pool with my name on it, 
and this laptop ain't waterproof ... 

As the adventures of Joel and Ellie came to 
a close in the final chapter of The Last of Us, 
players around the world saw the end of the 
game — but they didn't see the final ending! 
That came in the form of a special epilogue 
shown once (and only once) as a part of The 
Last of Us: One Night Live, a live-action perfor¬ 
mance of the game's narrative that happened 
in the Q-Mann's very own stomping grounds 
of Los Angeles. Taking place a few weeks after 
the game's final scene, Joel tries to reconnect 
with a somewhat-distant Ellie by singing 
her a song that he claims to have written 
for her. Ah, but the song was in fact "Future 
Days" by Pearl Jam — shame on you, Joel, for 
taking advantage of a young girl born into 
a post-apocalyptic world where the deeds 
of the godfathers of grunge have now been 
forgotten! Writer/director Neil Druckmann 
said the epilogue was a good way of saying 
goodbye to the characters after four years of 
developing The Last of Us. He hinted that it 


was originally considered as the ending for 
the game itself, but the team at Naughty Dog 
couldn't find a way to include it in a way that 
would serve as a satisfying finale... 

Moving from unseen endings to a shock¬ 
ing beginning, while most of you know 
Hideo Kojima as the father of Metal Gear, the 
Quartermeister knows him as that cool cat 
who's always sporting a sweet pair of specs 
and who loves to surprise us gamers with the 
unexpected. When he showed up on Sony's 
stage during its Gamescom press briefing, ev¬ 
eryone assumed he was Just there to give the 
world a peek at Metal Gear Solid V: The Phan¬ 
tom Pain's crazy new cardboard-box technol¬ 
ogy. But oh, no — he had much bigger plans 
for us! During that briefing, Sony announced 
that a strange new "interactive teaser" called 
P.T. had gone up on the PSN store.The PS4 
demo was a horror experience so frightening 
that some couldn't even finish it. For those 
who did, however, the end credits brought 
a shock not even yours truly could've antici¬ 
pated: the names Hideo Kojima, Guillermo 
del Toro, and Norman Reedus (Daryl from The 
Walking Dead), along with the title Silent Hills: 
Playable Trailer. Back in 2012, Kojima talked 
about how he had some ideas for what might 
be done in a new Silent Hill game, and how it 
could be built using his studio's Fox Engine. 
Well, folks, it looks like that's indeed what's 
happening — though with P.T. mainly being 
about what the spirit of the new Silent Hill 
project will be like, we'll have to wait and see 
how the game itself is shaping up... 
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XBOX ONE, PS4, WIIU, 360, PS3, PC 

m 
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FIFA SOCCER 14 

EA SPORTS 
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NINTENDO 
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TITANFALL 

ELEGRONICARTS 

XBOX ONE, 360, PC 
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NEED FOR SPEED: 
RIVALS 

ELECTRONIC ARTS 

XBOX ONE, PS4,360, PS3 
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LEGO: THE MOVIE 
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BORDERLANDS: 
THE PRE-SEQUEL 
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ASSASSIN'S CREED 
UNITY 
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CALL OF DUTY: 

ADVANCED WARFARE 
XBOX ONE CONSOLE 
This limited-edition console includes a 
1TB hard drive, the console and controller 
with exclusive COD: Advanced Warfare desi 
the full digital game download, two custom 
weapons and exclusive one-day early access with 
double XP! Pre-ordering is available starting 
Sept. 14fora 10%deposittoguarantee 
launch-day pick-up. 
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Buy the Xbox One bundle. 
Get Madden NFL 15. 
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“Forza Horizon 2 combines the authenticity of the Forza Motorsport series with a vast, wide- 
open world that's brought to life in stunning detail, allowing fans to embark on an epic 
road trip through the exotic roads of Southern Europe, one of the most beautiful parts of 
the world. It really has it all: gorgeous vistas, amazing diversity, and such wonderful towns 
and cities as Nice [France] and Amalfi [Italy], Bringing that stunning natural beauty to life in 
our game was a fantastic challenge, as well as a constant source of inspiration to the team. 
But we've also built Forza Horizon 2 to be the most social racing game of all time. You can 
compete against drivers from all over the world or, through such new features as Car Meets, 
come together with like-minded players to check out cars, share tuning and painting tips, 
and generally have a great time hanging out with fellow Forza fans." 

—RALPH FULTON, CREATIVE DIRECTOR, PLAYGROUND GAMES 
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FREE DIGITAL MAGAZINE WITH A BEHIND-THE-SCENES 
PEEK INTO THE MAKING OF FIFA 15 



-REE PRIMA STARTER DIGITAL STRATEGY GUIDE WITH 
UNIQUE TIPS AND TRICKS 


EXCLUSIVE $4.99 Vudj IV 















"For those unfamiliar with this series, Super Smash Bros, for Nintendo 3DS is a competitive 
fighting game in which ali your favorite Nintendo characters battie each other across beau- 
tifuliy designed stages inspired by classic Nintendo games. But unlike traditionai fighting 
games, in which piayers depiete each other's iifebars. Super Smash Bros, requires players to 
launch their opponents offscreen to score K.O.s. The more damage an opponent takes, the 
more likely they'll fly offscreen when hit. The game also includes battle items from every 
corner of the Nintendo universe, such as giant hammers, fire bars from Super Mario Bros., 
and even super-spicy curry. But for the first time ever, players will be able to customize their 
Mil Fighters in dozens of different ways, as well as such playable Nintendo characters as 
Mario, Donkey Kong, or Kirby, and you'll be able to transfer your custom characters to the 
upcoming Super Smash Bros, for Wii U." 

—J.C RODRIGO, ASSISTANT MANAGER OF PRODUCT MARKETING, NINTENDO 
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is Only on PlayStation^ 
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■ RELEASE DATE 09.23.2014 


For the latest iteration of this soccer simulation, EA Canada developers have shaken up its ros¬ 
ter of teams. The Italian Serie A league, Turkey's Super Lig, and the Brazilian national team will 
be included, but the Brazilian clubs won't. f/FA 15 also marks thefirsttime that all 20 Barclays 
Premier League stadiums will be in the game. But developers also improved your teammates 
so players on the field adjust their tactics depending on what's happening, and react to them 
with emotion. The goalkeepers are smarter, with 50 new save animations as well as authentic 
deflections and tips. Lastly, would-be coaches will be able to create six different custom Team 
Sheets per club, and can alter their formations and tactics as you see fit. 
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Disney Infinity: Toy Box Starter Pack 
(2.0 Edition) 
and receive 

M.99 vodj Movie Credits*!! 

Pre-order available in-store in October 


Available November 4' 






"Hyrule Warriors is a new type of action-focused game for the Wii U. It combines the action 
fighting of the Dynasty Warriors series with the characters and settings of The Legend of 
Zeida games. People familiar with the Dynasty Warriors games wiil recognize similarities in 
the gameplay and action, such as how you take on hordes of enemies at the same time. But 
Hyrule Warriors also features various characters, weapons, items, and environments inspired 
by various games in the Ze/do series. Players can wield the Master Sword, a harp, and the Wind 
Waker, and as they progress through the game, they'll recognize such Zeida landmarks as 
Lake Hylia and Death Mountain from The Legend of Zeida: Ocarina of Time, and the Palace of 
Twilight from The Legend of Zeida: Twilight Princess. It gives fans a whole new way to interact 
and battle in the Legend of Zeida universe.” 

—mo BIRD, PRODUCT MARKETING LEAD, HYRULE WARRIORS 
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While former pros and college players make 
sure Madden is authentic every year, the NFL 
helps out as well."The NFL has dubbed the 
Madden development team the 33rd NFL 
franchise because of how closely we work 
together throughout the year," Bellanca says 
proudly. "We're the only people outside of the 
actual NFL teams to get the full coach's film of 
every single NFL game played." It also helps, he 
adds, that "we have fans of each of the NFL's 32 
teams working on the game." 



While the NFL's involvement is helpful, the 
Madden team also relies on technology to 
make sure the game is authentic down to the 
tiniest details. "In previous years, whenever 
the developers wanted to get a head scan of 
a player, they either had to bring the player to 
the EA motion-capture studio in Vancouver, 
Canada, or set up an elaborate head-scanning 
rig at a specific location," Oldenburg says. 
"Now, thanks to new technology, they have 
three mobile head-scan units that pack into a 
single case, can be set up in 30 minutes, and 
can be shipped anywhere in the country." 



One of the cool new features added to Madden 
NFL /5 is the Gauntlet, part of the Skills Trainer 
that has 40 arcade-like challenges, including 
a boss battle. That feature wasn't planned, 
though. "The Gauntlet's'hurricane-force wind' 
boss battle was actually created by accident," 
Doeberling says. "When testing and tuning 
the kicking variables, we made a debug tool 
to control wind speed and direction so we 
could test any scenario we wanted. But when 
we turned the wind up to 250 mph to test out 
kicking, we realized it would be a fun boss 
battle." 




If you've ever interviewed a professional foot¬ 
ball player, you know that most of them love 
playing the Madden games. But, apparently, the 
people who make Madden like playing other 
games. As Oldenburg points out, "The contextu¬ 
al awareness system — which allows players to 
know when they're about to go out of bounds 
so they can drag a toe — was developed using 
the Assassin's Creed series as reference." 



While the people who make Madden play 
games published by other companies, they're 
not entirely disloyal. "The new kicking me¬ 
chanic in Madden NFL 15 was developed using 
a lot of features from the swing mechanic in 
Tiger Woods PCA Tour," Oldenburg explains. 
"Specifically, from Tiger Woods PGA Tour 13 and 
Tiger Woods PGA Tour 14'.' 



Along with games, the people making Mad¬ 
den NFL 15 also looked to television for ideas. 
Though, oddly, not from Monday Night Footbali 
or Friday Night Lights."The kicking arcs," 
Oldenburg notes, "are a hybrid from the Golf 
Channel's 'smoke trail.'There's a line from the 
kicker to the anticipated landing spot, which 
will show you approximately where the ball 
will go if you kick it perfectly." 




On the Madden games, associate producer 
Moore is in charge of rating the players. That's 
why he has another (unofficial) title. "I became 
known as the 'Madden ratings czar' after I was 
on Dan Patrick's radio show," he admits. "Patrick 
asked me what my title was, and when I said I 
was an associate producer, Patrick claimed that 
title wasn't nearly grand enough.Thus, 'Mad¬ 
den ratings czar'was born." 



Speaking of those player ratings, Moore says 
he bases them on how a player performs 
on the field. And, apparently, off it as well. "I 
recently read a story about how, to win a bet, 
Baltimore Ravens offensive lineman Marshal 
Yanda got tased three times by his fellow of¬ 
fensive linemen, but he never dropped down 
to one knee. So, I upgraded his Toughness 
rating from 85 to 99." 



Speaking of ratings, because he's been known 
to run down the field after kickoffs to try and 
make a tackle, Carey Spear, a rookie kicker for 
the Philadelphia Eagles, has earned the nick¬ 
name "Murderleg."But that's not all it's gotten 
him. "At 73," Moore notes, "Spear has the high¬ 
est Hit Power rating of all time for a kicker." By 
comparison, the next closest in Madden NFL 
15 is Randy Bullock of the Houston Texans, 
whose score is just 32. 
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PLATfORMSPS4,PS3, XBOX ONE, 


RELEASE DATE 09.09.2014 


I t wasn't so long ago that public beta-tests were a foreign 
concept when it came to console gaming. Things are dif¬ 
ferent in 2014, however, and what was once associated 
with pre-release bug testing of computer software and operating 
systems has spilled over to allow early access to gaming's future 
(imperfect or otherwise). 
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"WE HOSTED OVER 4.6 MILLION PLAYERS, 
INCLUDING MORE THAN850,000 
PLAYERS SIMULTANEOUSLY" 


-ERIC OSBORNE, HEAD OF COMMUNITY AT BUN6IE 


While numerous publishers and developers 
are now giving the public a chance to check 
out upcoming projects weeks or even months 
before launch, it's hard to argue that any have 
been as notable — or successful — as Bungle's 
recent efforts for the inaugural chapter of 
its next major franchise, Destiny. During this 
year's Electronic Entertainment Expo, company 
officials announced that PlayStation 4 owners 
would get a chance to participate in the game's 
first public testing during its "alpha" stage of 
development, when features were still being 
tweaked. Following that, the studio invited 
players on a variety of platforms to get a taste 
of what awaits in the larger, more robust public 
beta-test. And come they did. 


"We hosted over 4.6 million players, includ¬ 
ing more than 850,000 players simultaneously," 
says Eric Osborne, head of community at 
Bungle. “So, we also learned a great deal about 
the support systems and services we're using to 
keep the game humming along." 

And that, really, was a key element to 
Destiny’s alpha and beta releases for the team 


in Bellevue, Washington. Opening the gates to 
their new universe early wasn't just a means 
of building hype for a title that already had 
consumers boiling over in anticipation — it was 
also a way to receive comments, both positive 
and negative, on how Destiny is shaping up 
that would've taken months and months via 
internal testing. 

"We definitely received a ton of great player 
feedback, and we'll be using it to make some 
adjustments heading into launch," Osborne 
says. "Some vehicles will be scaled back in 
terms of power, and certain weapons — like 
the Hand Cannon and the Pulse Rifle — will 
get some boosts to bring them in line with 
other gear. Alpha and beta were really great op¬ 
portunities for us to get feedback — much of it 
very positive — that helps us power onward to 
launch and beyond." 

For the men and women still hard at work 
on getting everything in place before Destiny 
releases, these final days are no doubt filled 
with unfathomable amounts of pressure. In 










KNOW YOUR ROLE 

Before you go treasure hunting through the ruins of 
Earth or fly off to brave the harsh alien hordes fortified 
deep within the Moon's core, there's a very important 
decision that you'll have to make; which class to make 
your Guardian, the main piayable characters in Destiny, 
and the only ones that can bring humanity back from 
the brink of extinction. Don't fret; we're here to help you 
figure that out! 


TITAN ► 

; : .2 Basks- The brute squad of the 
Guardians. Titans can take hits just 
as weil as they can deal them, so 




they'll be the oi 
every fight. 

Dishing out dam¬ 
age with their area-of-effect ground 
pound or defending the weaker 
members of their Fireteam with a 
protective shield. 

Best ; ■ . Players who preferto run 
headfirst into battle, even if it isn't 
always the best idea. 


WARLOCK 

Able to unlock the 
arcane power of the Traveler's 
ethereal light. Warlocks bring a wide 
array of offensive and defensive 
abilities to any Fireteam they're on. 
Their'<n. ■ : Flurling bolts of 

Void Light at enemy forces or filling 
themselves with Solar Light to 
heighten their abilities. 

Best For: Players who prefer to stay 
out of harm's way and support their 
teammates from afar. 






HUNTERS 

The Basics: Hunters offer an inter¬ 
esting middle ground between the 
Titan and Warlock, since they can be 
effective fighters both up close and 
from a distance. 

Their Specialties: Calling forth 
overcharged long-range and melee 
weapons to help make quick work of 
foes from either distance. 

Best fa: Players who prefer the abil¬ 
ity to mix up their playstyle depend¬ 
ing on the situation. 
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OK THE PLACES 
YOU'LL GO _ 


In Destiny's playable demo, gamers got 
the chance to explore Old Russia — the 
futuristic ruins of modern-day Kazakh¬ 
stan --and the decaying spaceports 
that litter its landscape. Our once-pros¬ 
pering home planet is just one of the 
game's four central locations, however, 
as players find their adventures taking 
them to the dark expanses of the Moon's 
; "Forbidden Zone,"the lush and beautiful 

fallen paradise of Venus, and the harsh 
I red sands of Mars. 


r "EVERYDESTINATION IN THE 
GAME FEATURES A WEALTH OF 
ACTIVITIES, AND MANY FEATURE 
DISTINCT ENEMY TYPES." 

^ , .; LlilCOSBORNC, HEAD OF COMMUNITY AT BUNm 

Each of these locations — and other 
.. social-focused areas of Destiny, such as 

Earth's last bastion of humanity, the City 
i —will offer distinct gameplay experi¬ 
ences and exploration possibilities while 
serving as the backdrops for the game's 
multiplayer maps. 

"Every destination in the game features 
a wealth of activities, and many feature 
distinct enemy types, two of which play- 
ers have yet to see: the Vex and the Cabal," 
says Eric Osborne, head of community at 
’ Bungie."Each planet also includes new 

story missions, materials to track down, 
combat scenarios, story secrets, and 
unique visuals and music to experience." 
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reality, the pressure has been on since the mo¬ 
ment Destiny was officially announced. When a 
studio reaches great heights in popularity and 
quality — as Bungie did with its previous fran¬ 
chise, Halo — breaking away from the security 
of sequels to craft something original can be 
a frightening ordeal. What's more, the team 
wanted to make something not only totally 
new, but also far bigger than anything they'd 
worked on before. 

"There's always pressure, and we apply a 
lot of it internally. We set the bar really high 
for ourselves," Osborne says. “Destiny's easily 
the most ambitious game Bungie has ever 
developed, not Just in terms of scope, but 
also in terms of the sheer amount of activities 
players can experience and rewards they can 
earn and use to customize their [avatar]. With 
our past titles, we saw many players spend 
thousands of hours playing — in some cases, 
over the course of years. Yet, Destiny is easily 
the biggest game we've ever built, with more 
activities and rewards for players to earn than 
anything we've ever created." 

Along with that bigger scope and world, 
something else will greatly increase when 
Destiny is released upon the world; its fanbase. 
After almost 10 years as an Xbox-exclusive 
developer, Bungie will now be a prominent 
part of both Xbox and PlayStation platforms. 
It's an opportunity Osborne says the studio 
isn't taking lightly. 


"It's a really big deal for us to reach a much 
bigger potential audience," he says. "We make 
interactive entertainment, so it's inherently one 
of our goals to bring in as many players as pos¬ 
sible. Supporting four consoles at launch is a big 
challenge, but it's also a wonderful opportunity 
to show even more players the kind of gaming 
experiences our studio can deliver." 

In the end, however, all these things — the 
public tests, the increase in scope, the chance to 
not only continue to entertain longtime fans but 
also make new ones — mean nothing if Destiny 
isn't a success at its most important job: being 
an enjoyable gaming experience. No matter if 
you're delving into the darkest reaches of Old 
Russia as part of a Fireteam with your most 
trusted friends or battling against random foes 
from around the world in the Crucible's variety 
of multiplayer modes, Bungie hopes everything 
its team has worked on — and everything they 
work toward in the future — will bring players 
together in ways no game ever has before. 

"Games are interactive," Osborne says. "They 
ask players to participate in the action, the world, 
and the storytelling. Sometimes that means 
they're experiencing a linear cinematic, but more 
importantly, often that means they're playing 
with friends, laughing, and having fun — not just 
fighting off aliens, but throwing dance parties 
and doing vehicle tricks. That sort of creativity 
and inventiveness is something that can make 
gaming really special."© 


"THERE'S ALWAYS PRESSURE, AND WE 
I APPLY A LOT OF IT INTERNALLY. WE SET 
THE BAR REALLY HIGH FOR OURSELVES." 












PRE-ORDER 

DRAGON AGE" INQUISITION 
DELUXE EDITION AND RECEIVE: 


READY YOURSELF 
For Battle! 


FREE DIGITAL MAGAZINE WITH A BEHIND-THE-SCENES 
PEEK INTO THE MAKING OF DRAGON AGE INQUISITION 


FREE PRIMA STARTER DIGITAL STRATEGY GUIDE WITH 
UNIQUE TIPS AND TRICKS 
EXCLUSIVE $4,99 Vcdj MOVIE CREDITS 
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THEY'RE SO SMART IT'S WEIRD 
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WIN THE Ultimate Sims™ 
ADVENTURE IN SAN FRANCISCOI 

SIMify yourself and you could win a trip for 2 
to the Maxis Studio and other Sims^'^ branded prizes! 
Visit Facebook.com/SIMifyyourself for more details. 



AVAILABLE NOW 


Online Interactions Not ^ Electronic Arts Inc. EA, the EA logo. Maxis, the Maxis logo,The Sims 

Rated by the ESRB and The Sims Plumbob design are trademarks of Electronic Arts Inc. 































PREXJIEW 


■ PUBLISHER DISNEY INTERACTIVE STUDIOS 

■ DEVELOPER AVALANCHE SOFTWARE 

■ PLATFORMS XBOX ONE, PSA, WIIU, 360, PS3, PC 

■ RELEASE DATE 09.23.2014 


DISNEY INFINITY 2.0: 

MARVEL SUPER HEROES 

A SUMMER BLOCKBUSTER COMES TO LIFE 



ou have to give the minds behind 
Disney Infinity some credit for 
keeping up with the iatest Disney 
projects. They did so iast year with the Lone 
Ranger Piay Set, and whiie that movie may not 
have gone guns-a-blazin'at the box office, the 
property made for one of the best Piay Sets in 
the first version of the game. 

They took a similar risk with Disney 
Infinity 2.0 by inciuding a Piay Set for the 
newest Marvei Studios project. Guardians of 
the Galaxy. This movie's nothing short of a 
biockbuster, however, and the Piay Set looks 
equally amazing. 

The entire quintet of misfits will be playable 
in the game: Star-Lord, Gamora, Drax the 
Destroyer, Rocket Raccoon, and everyone's 
favorite sentient foliage, Groot. Additionally, 


the designers included a couple of fan-favorite 
characters from other Play Sets, Iron Man and 
Nova, to bring the expanded universe a little 
closer together. Other characters — such as 
Cosmo, The Collector, and Yondu — will ap¬ 
pear as mission givers, making the game feel 
like a true extension of the Guardians realm. 

In addition to the figures, Disney has an¬ 
nounced a half-dozen Guord/arrs-themed Pow¬ 
er Discs for the game, including the intriguing 
"Marvel Team-Up: Yondu," which allows you to 
fight alongside Peter Quill's merciless mentor 
and his menacing arrow attack. 


The addition of the Guardians of the Galaxy 
characters to Disney Infinity 2.0 allows players to 
experience an entirely different dimension of 
the Marvel Universe — that of outer space. And 
while we've not yet seen Thanos, the Skrulls, or 
Galactus, it's easy to imagine these cornerstone 
villains lurking in the inky blackness. 

Plus, with the Toy Box, Buzz Lightyear finally 
has some reputable backup, even though 
Rocket Raccoon may not appreciate adven¬ 
turing with a talking toy. Now we just need a 
Muppets set, and we can finally create the Pigs 
in Space game we've always dreamed of. © 


I THEADDITIONOFTHEGUARDIANSOFTHEGALAXYCHARACTERS 
TO DISNEY INFim 2.0 ALLOWS PLAYERS TO EXPERIENCE AN 
ENTIRELY DIFFERENT DIMENSION OFTHE MARVEL UNIVERSE. 












villain in the Marvei cinematic 
universe, Loki has tor¬ 
mented Thor and the 
Avengers over severai ‘ ® 
movies now — and he fee, 
doesn't appear ready 
to stop yet. Piayable 
in both the Avengers 
Piay Set and the Toy Box, Loki 
has pienty of tricks available 
(as well as his scepter), heiping 
him to disorient and devastate 
whenever he sees fit. 


BRING ON THE BAD GUYS! 


The various reveals for Disney Infinity 2.0 have had 
one glaring omission: Whiie the game inciudes iots of 
heroes, where are the piayabie viiiains? Yes, Venom was 
announced with the Spider-Man Piay Set, but that was 
it. But fear not, True Beiievers! The Watcher has heard 
your iaments and has arranged for a trio of baddies to 
give piayers a reason to go to the dark side (whoops, 
wrong Disney franchise)! 


ROMAN THE ACCUSER 

Yes, the Guardians of the Gaiaxy 
are a great addition to the game, 
but it heips to have Ronan the 
Accuser around to keep things 
interesting. He brings his Uni¬ 
verse! Weapon to the Guard- j 
ians' Piay Set and the Toy Box, 
as wel! as aii of his other nifty 
powers, inciuding energy biasts 
and super-strength. Ronan wii! 
definiteiy spark a power grab 
for Toy Box supremacy. 


LOKI 

Undoubtedly the most popular 


THE GREEN GOBLIN 

Finally, get ready for 
Spider-Man's No. 1 nem- s ^ 
esis, the Green Goblin! 

With Pumpkin Bombs at 
the ready and his Electro 
Shock Gauntlet charged ^ 
up, this baddie's ready to 
take on any misguided hero 
he may encounter in both the 
Spider-Man Play Set and the Toy 
Box. Fortunately, there's no Gwen 
Stacy figure, so we don't have to 
experience that again. 
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DEVELOPER THE CREATIVE ASSEMBLY ■ 


PLATFORM XB0 X0NE,PS4,360,PS3,PC« 


RELEASE DATE 10.07.2014 a 
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I AUEN ISOLATION 


ARE YOU AFRIAD OF THE DARK? 


hat makes a game scary? While that 
I I I I I may seem like a simple question, the 
answer is actually quite complex. 
Crafting a gaming experience that triggers a 
true sense of fear inside players can be a rather 
daunting task, but it's one that creative lead Al 
Hope and the rest of the team at The Creative 
Assembly had to face with their gameplay ideas 
for Alien: Isolation. 

"For me, I think it's the unknown," Hope says. 
"I think not knowing is really scary, since it 
means that you're not able to prepare yourself. 

"That's why we took the approach that we 
took with the Alien, to make it unpredictable 
— because I think that means that it does 
keep you constantly questioning what will 
happen next." 

Players will indeed be wondering what's in 
store for them throughout Alien: Isolation, at 
least if our three-hour, hands-on experience 
with the game is any indication. As heroine 
Amanda Ripley searches the space station 
Sevastopol for clues about the whereabouts of 
her missing mother — Alien franchise's lead¬ 
ing lady, Ellen Ripley — she's forced to play 
a game of cat and mouse with the horrifying 


"EVEN THOUGH WE PLAY THE GAME ALL DAY, EVERYDAY, I CAN GO AND 
PLAY IT RIGHT NOW, AND MY HEART WILL BE THUMPING AWAY" 


terror that always seems to be lurking in the 
shadows. You never know when or where it'll 
show up. Repeatedly, we learned the error of 
our ways when we assumed a particular area 
of the station ora portion of the game would 
provide us safety. 

And, really, that's the key to how one lone 
Alien can be far more frightening than an 
entire horde of them: It will always be there, 
somewhere; a looming threat that will always 
be bigger, stronger, and faster than Amanda. 


It's also why, even after Hope has worked on 
the game for four years. Alien: Isolation's major 
threat can still strike fear into the heart of its 
creative lead. 

"Oh, absolutely," he says with a laugh when 
asked if he still gets scared when playing his 
own game. "That's one of the interesting things 
about being the developers on this project. 
Even though we play the game all day, every 
day, I can go and play it right now, and my heart 
will be thumping away."0 
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"Shadow Warrior’s excellent 

FAST-PACED SWORDPLAY AND SURPRISING 
STORY MAKE LO WaNC'S COME BACK 
TOUR A GREAT SUCCESS.” 

- IGN 
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THE SIMS 4 


BIG ON PERSONALITY 


BY ANDREW FITCH 


ince its debut in early 2000, The Sims 
has always been about creating the 
wackiest, wildest collection of virtual 
denizens possible. So how does EA plan on 
upping the ante in the latest iteration of their 
landmark life sim. The Sims 4? By making those 
outsized personalities even bigger. 

"You can make the most amazing Sims — 
beautiful on the outside and fascinating on 
the inside, with really big personalities,"says 
Sims Studio general manager Rachel Franklin. 
"You can build awesome houses full of cool 
stuff, and you can also go into the all-new Gal¬ 
lery, where you can share what you make and 
then pull other people's Sims and homes right 
into your game." 

While the new streamlined Create-A-Sim 
interface lets you tug on faces and body parts 
to simplify the creation process, that ease of 
use also extends to crafting where your Sims 
call home. 

"Our all-new Build mode allows you to push 
and pull walls to create and craft the home of 
your dreams for your Sim," Franklin says. "You 
can literally drag and drop; it's super-easy. 

You can even pick up the house and move the 
entire thing if you want." 


And when it comes to exploring the world 
around them, Sims will have more freedom and 
options at their virtual fingertips than ever before. 

"Our team has put amazing depth and 
amazing richness into the neighborhoods," 
Franklin says. "As you take your Sim out, you 
can explore, and you can have adventures. It's 
amazingly deep — as deep as you want it to 
be. You can go fishing and have a quiet mo¬ 



ment, or your Sim can meet other Sims in the 
neighborhood, and they can connect in really 
interesting ways. The big personalities have a 
dramatic effect on how your Sim will interact 
with other Sims in the neighborhood." 

So whether you fancy your Sim as a home¬ 
body or a dashing man or woman about town, 
it sounds like you'll be able to fulfill just about 
all of their desires in TheSims4.Q 

'70U CAN MAKE THE MOST 
AMAZING SIMS — BEAUTIFUL 
ON THE OUTSIDE AND 
FASCINATING ON THE INSIDE" 

-SIMS STUDIO GENERAL MANAGER RACHEL ERANKLIN 
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SUPER SMASH BROS. 

FORTHE3DS 


[SUPERS 


NO PURCHASE NECESSARY TO ENTER OR WIN, VOID WHERE PROHIBITED. Open only to legal U.S. residents. Contest begins September 1,2014, and ends October 15,2014. 
Odds of winning depend on number of eligible entries received. For entry and official rules with complete entry, eligibility, prize, and other details go to www.egmnow. 
com/contests. Prizes supplied by Nintendo of America. For Nintendo 3DS systems, use Parental Controls to restrict 3D modefor children 6 and under. 

® 2014 Nintendo. Original Game: e Nintendo / HAL Laboratory, Inc. Characters: ® Nintendo / HAL Laboratory, Inc. / Pokemon. / Creatures Inc. / GAME FREAK Inc. / 
INTELLIGENT SYSTEMS / SEGA / CAPCOM CO., LTD. / BANDAI NAMCO Games Inc. Nintendo properties are trademarks of Nintendo. ESRB ratings are trademarked and the 
property of the Entertainment Software Association www.theesa.com. All other trademarks are properties of their respective owners. All rights reserved. 













DIABLO III: 

ULTIMATE EVIL EDITION 


GAME 

OF THE 

MONTH 


E^yramBcenliGr ■ 




hen it originally was released on the PC, Diablo III received 
considerable criticism for some changes made to the classic 
D/oWo formula. Chief among these was the real-money 
Auction House that seriously diminished the value of collecting loot, a 
primary part of the game. In Diablo III: Ultimate Evil Edition for consoles, 
the Auction House is gone, the game has been polished, and some nifty 
new console features have been added. 

For the unfamiliar, Diablo is a long-standing PC series from the house 
that brought us Starcraft and World of Warcraft.Jh'ts action/RPG centers 
around choosing a character and thrusting him or her into the world to 
slay beasties and gather loot. 


Both the over-world and dungeons are procedurally generated, making 
the game ripe for repeat treks into the fray. Additionally, five classes of char¬ 
acters, each with its own strengths and weaknesses, mean that players who 
want to try something new can start over with a different character type. 

Diablo Ill's 2012 release was marred by a number of problems affect¬ 
ing the game's balance, which is now finely tuned like a Swiss watch. 
Creatures are challenging without ever being completely overwhelming. 
You will die, but it will never feel cheap; loot drops — particularly those 
with Legendary items — are paced at much better intervals. Such steady 
gameplay never feels bogged down, something only the best action/ 
RPGs manage to achieve. 
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BUYTHISCAMENOWat WALMARTand WALMART.COM 


In addition to the original game, The Ultimate Evil Edition comes with the 
Diablo III: Reaper of Souls expansion pack. While console gamers are used to 
DLC that adds a small amount of gameplay, expansion packs like Reaper of 
Souls are closer to full sequels. Picking up after the big boss of Diablo III, the 
expansion includes a sixth character class, the Crusader, that specializes in 
more defensive play and even has specialized weapons and shields. A new 
artisan, the Mystic, can enhance your favorite items. Also, the level cap has 
been raised from 60 to 70. All in all, not a bad list of extras. 

One more addition, however, makes Reaper one of the finest expan¬ 
sions ever; Adventure Mode. Here, players may accept Bounties or 

IT'S DIFFICULT TO DESCRIBE HOW MUCH FUN IT 
IS TO PLAY ON A LARGE TV, BUT THOSE WHO ARE 
USED TO DIABLO BEING CONFINED TO A SMALL 
COMPUTER MONITOR ARE IN FOR A GREAT TREAT. 

explore Nephalem Rifts. Bounties are fairly self-explanatory: Missions 
require hunting down a specific enemy or group of enemies, and elimi¬ 
nating the threat. Nephalem Rifts are randomly generated dungeons 
that offer big challenges and big rewards. 

The game looks spectacular, running in 1080p on both the Xbox One 
and PS4. It's difficult to describe how much fun it is to play on a large TV, 
but those who are used to Diablo being confined to a small computer 
monitor are in for a great treat. 

Not content to rest on its laurels. Blizzard threw in a few fantastic 
additions to the latest version as well. In addition to figuring out 
how to make the game work seamlessly with a standard PS4 or XBO 
controller, the inclusion of four-player local co-op is a true highlight. 



There's nothing quite like teaming up with your friends and being able 
to all play in the same room. This doesn't preclude the standard online 
multiplayer options, of course; it merely enhances them. 

Finally, there is the new Nemesis System in which a monster kills 
you, levels up and leaves your game to stalk your friends. Each time the 
creature kills and jumps, it takes along the names of those it destroyed, 
so the player who defeats it can claim ultimate bragging rights. 

If you have avoided Diablo III due to its bad press, or perhaps because 
you didn't have a PC to play it on, grab the Ultimate Evil Edition and enjoy 
one of the finest action/RPGs ever made. 6 

■^PUBLISHER ACTIVISION BLIZZARD 

■ DEVELOPER BLIZZARD STUDIOS 

■ PLATFORMS XBOX ONE, PS4,360, PS3 

■ RELEASE DATE 08.19.2014 
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THE SIMS 4 

□ BROUGHT TO YOU BY PRIMA GAMES 


In the past, Sims got into moods based on moodlets. However, in The Sims 4, all Sims have more complex 
emotions rather than just moods. You now need to consider the vast array of emotions, and understand 
which one is most beneficial for what your Sims need. Emotions now play a much larger role in the lives 
of your Sims. Those players who learn to master and manipulate emotions — for their own Sims as well as 
non-player Sims — will be much more successful. 



The color of the background behind your Sims'portraits 
Indicates their current emotionai state. 


When you look down at the character portraits 
ofyour Sims, you notice that the background 
color can change. These colors help you know 
what emotion your Sims are experiencing with 
a quick glance. For the currently selected Sim, 
the name of the emotion appears just to the 
left of the Sim's face. The Sim's facial expression 
even changes with emotions. 



When having a conversation, the sociais with a colored tab 
next to them are related to your Sim's emotion. 

It is important to keep your Sims in positive 
or appropriate emotions. Emotions have 
far-ranging effects on the lives ofyour Sims and 
the Sims they interact with. Emotions affect the 
whims that appear for your Sims. Some only 
appear when your Sim is in a specific emotional 
state, while other whims do not appear if you 
are in certain emotions. When you want to 
socialize with other Sims, the available socials 
for your conversation depend on both your 


Sim's emotions and the emotions of the other 
parties in the conversation. Emotions can also 
affect your ability to develop skills. Do you 
want to cook a meal, paint a painting, write a 
book? You do better when you are Inspired and 
worse when you are Tense. It is also important 
to be in the correct emotion when your Sims 
go off to work — and the desired emotion 
depends on the type of career. 



During a conversation, look at the conversation window 
at the top of the screen to see the emotion of the Sims your 
Simsaretaikingto. 


Several objects can get your Sim into a desired 
emotion. Eor example, taking different types of 
showers can change emotions. A brisk shower 
Energizes, a steamy shower makes Sims Flirty, 
and a thoughtful shower leaves a Sim Inspired. 
On the other hand, if a Sim is Flirty, a cold 
shower will help remove the Flirty emotion. 
Other objects that affect emotions include 
television, books, art, computers, and even food 
or drinks. While it was mentioned earlier that 
different socials are available depending on 
emotions, it is also important to understand that 
conversations can change emotions — both 
for your Sims and the Sims they're socializing 
with. Using romance socials will help make Sims 
Flirty while mean socials can make them Angry. 
Finally, a Sim's needs affect emotions. If you take 
good care of your Sims'needs, they will more 
likely be Happy or have other positive emotions. 
However, if their needs are neglected, they can 
become Uncomfortable. 


EMOTIONS 


FINE 


■ ^ ' 

Fine is the default 
emotion. When you 
first begin a game, your 
Sims all start off Fine. 
However, they rarely 
stay that way for long, 
his emotion very often 
ms like a good emotion, 
t provides no positive 
ffect your Sims negatively, 
start getting moodlets 
, Fine usually changes to 

and won't return to tl 
either. While Fine see 
it is actually neutral. 1 
benefits nor does it a 
As soon as your Sims 
from living their lives 
another emotion. 

NOTE 

Fine is the emotion Sims experience when they have 
no moodlets or the effects of positive and negative 
moodlets cancel each other out. 


HAPPY 


Of all the emotions. 
Happy is the one 
your Sims will find 
themselves in most 
frequently. One way to 
get this emotion is by 
being in a good environment. Some objects 
that you can place in your home or that can 
be found in various venues your Sims visit 
contribute to the Happy emotion. Eating or 
drinking high quality food and beverages 
can also help make your Sims Happy. If you 
want to make other Sims Happy during a 
conversation, use friendly socials. Finally, 
Sims with the Cheerful trait are more likely to 
be Happy because this trait is related to the 
Happy emotion. 



























ms are Flirty, it is easier to have 
sses and Sims are more likely to accept 
I to WooHoo. Plus WooHoo will be more 
r Flirty Sims. This emotion also helps 
im to be a boyfriend or girlfriend and 
when proposing to another Sim. Just 
vhen you want some romance, the Flirty 


While Happy is good. Confident is better. It is a bit 
tougher to get your Sims Confident than some of 
the other emotions. Try to get in this emotion when 
you want to socialize, because its benefits apply 
to all social interactions rather than just friendly 
or romantic ones. This gives your Sim a bit more 
flexibility on where to take the conversation while 
still maintaining the benefit. 


TIP 


TIP 


PLAYFUL 


Sims who are Playful are 
silly or goofy. Therefore, 
it is no surprise that 
Sims with the Goofbaii 
trait have an easier time 
becoming Piayfui. How 
do you get a Sim into this emotion? Whiie in 
a conversation, use the funny sociais. This not 
only makes your Sim Playful, but can help other 
Sims get into this emotion as well. In addition, 
read comedy books or watch comedy television 
shows to get your Sim into a Playful emotion. 

Why would you want your Sims to be Playful? 
This emotion has a short duration. However, 
it offers a good benefit for building up the 
Comedy skill. You also gain access to additional 
social interactions in the funny category when 
socializing with other Sims. 


successfully. They can also gain this emotion 
from having successful conversations and social 
interactions with other Sims or having a good 
day at work. Getting promoted is a good way to 
get Confident. 

Also, Sims with the Self-Assured trait have 
an easier time becoming Confident. The 
Confident emotion offers several good 
benefits to Sims. First, they have a better time 
socializing with other Sims and can build 
friendships more easily. This emotion provides 
a small bonus when developing all types of 
skills; however, it has a bigger benefit when 
working on the Charisma skill. Finally, Sims 
get a boost while at work for all careers. Like 
Happy, Confident has a longer duration than 
most of the other emotions. 


Walmart 


These Guides are available at Walmart and Walmart.com 
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FLIRTY 


While Flirty, you have access to additional 
social interactions in the romance category. 
These are very useful in helping get the Sims 
you're socializing with into a Flirty emotion. It's 
easier to build a romantic relationship when 
Sims feel Flirty. Flirty does not last long by 
itself, so if you want to maintain this emotion, 
you have to keep doing things that promote it. 


Flirty Sims are feeling 
romantic while in this 
emotion. Sims with the 
Romantic trait have an 
easier time becoming 
Flirty. However, all Sims 
can get to this emotion by watching romantic 
television shows, reading romantic books, or 
viewing romantic art. Listening to romantic 
music on the stereo can even make a Sim 
Flirty, which explains why your Sims may get 
Flirty while working out at the gym. The music 
playing on the stereo is affecting them. Using 
romance social interactions can make all Sims 
within the conversation Flirty. Need to get 
Flirty quickly? Take a steamy shower. 


USE THE DIGITAL VERSION TO 
SEE A MORE DETAILED LOOK AT ALL 
15 POSSIBLE EMOTIONS! 


TIP 

Some social events require you to get all of the Sims 
attending into a Playful emotion. Use funny socials 
with them to help achieve this. In fact, many Sims 
will be Playful while interacting with other Sims. For 
those Sims pursuing a career in the Comedy branch 
of Entertainer, or just working on their Comedy 
skill, get Into a Playful state by watching a comedy 
television show, then get onto the computer and 
start writing jokes or routines. 


There are several benefits to being Happy. 

Sims in this emotion have a smaii benefit to 
deveioping skiils.They can deveiop them faster 
than Sims in a Fine or negative emotion. This 
benefit appiies to aii skilis across the board. 
Happy Sims also get a small bonus when they 
go to work, helping them to get promoted a 
bit faster. Finally, this emotion provides a few 
socials in the friendly category, which Sims 
can use while talking to other Sims. These 
socials help make other Sims Happy. The Happy 
emotion is one of the longest-lasting emotions, 
so once you get into it, it is easy to maintain. 


Happy is a good emotion for your Sims. It has positive 
benefits that, while small, are applied across all 


CONFIDENT 


Confident is a great 
emotion for helping 
Sims succeed in life. 
Sims become Confident 
when they develop 
or use their skills 
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ONE ©ONE WITH 


REX DICKSON 


CREATIVE DIRECTOR / MADDEN NFL 15 


WGC: Defense has been a big focus for this 
year's game. Can you talk to us about how you 
guys have changed the defensive line piay 
specificaliy? 

Rex Dickson: This year, we really wanted to 
focus on the defensive line. Mainly what we 
learned from our telemetry is that 40 percent of 
people who play defense were playing on the 
defensive line. So we completely reimagined all 
those mechanics, rebuilt them from the ground 
up, and made it a lot more engaging to play on 
the defensive line this year. 

WGC: The defensive line wasn't your oniy 
improvement on the defensive side of the 
ball. You've also focused a lot more on the 
secondary. Can you tell us about what you've 
done there to help players feel like Madden 
NFL IS cover athlete Richard Sherman? 

RD: If you go back to Madden 25, the criticism 
was that the zone was soft. You could rack up too 
many passing yards in the game. And when we 


tion to make the game even more realistic, 
then it was going to get harder. So, what we 
then had to do is give people tools to teach 
them how football works. We want you to be 
successful in this game just from that strategy 
layer. The idea is that by employing the rules 
of football, by knowing strategy, by knowing 
what plays beat what defenses, that you can 
actually win in Madden, even if your stick skills 
aren't that good. 

WGC: Even though there's been a focus on 
defense with many of your improvements, 
you're aiso doing a fair amount when it comes 
to quarterbacks and their accuracy, correct? 

RD: The community always called it"robo-quar- 
terback"or passing on a tether, where every pass 
hits the receiver right in the numbers, or it would 
go wildly out of bounds. We saw people were 
subbing in guys likeTerrelle Pryor for Peyton 
Manning, and we couldn't figure out why they 
were doing that. The reason was, though, that 
accuracy really didn't matter, and if you remove 


THISYEAR,WE REALLY WANTED TO FOCUS 
[_ ON THE DEFENSIVE LINE j 


actually broke it down with NFL players, the main 
thing we were missing was how the defensive 
backs break — and when they break. Previously, 
you couldn't break until the ball left the quar¬ 
terback's hand. And the more we met with NFL 
players, the more they told us that they break 
long before the ball ever leaves the quarterback's 
hand. As soon as the QB locks his shoulders in 
a position to throw, they have an idea of where 
he's going to throw, and they break accord¬ 
ingly. That was a big change that fundamentally 
changed zone coverage. 

WGC: A big goal for Madden each year is to 
help teach people the game of football. What 
I have you done with this year's game to help 
i reach that goal? 

RD: When I first got the Job, I had a conversa¬ 
tion with Cam Weber, the GM of EA Tiburon. I 
told him that if we were moving in the direc¬ 


accuracy from the equation, then speed is what 
it's all about, so they were taking the fastest guy 
possible.That was something we needed to go 
after, so we added slightly inaccurate passes, 
which can miss in 12 different directions in rela¬ 
tion to the receiver. That opened up a lot of new 
catch animations that you'll see trigger for the 
first time ever. 

WGC: When you need a break from football, 
what other games do you play? 

RD: I had kids recently. I have a 2-year-old and 
a 7-month-old now, and the arrival of kids has 
changed my gaming habits completely. Whereas 
before, I was a big tripie-A console gamer, now I 
find myself playing all my games on my PS Vita 
or remote devices so that I can chase my kids 
around. So, when they inevitably run around from 
room to room and start destroying something 
else, I can chase them while I play myVita.G 


m aking the transition from first- 
person shooters to sports isn't 
the most common path in the 
gaming industry, but it's the one Rex Dick¬ 
son carved for himself, and it's worked out so 
far. Dickson uses his experience playing foot¬ 
ball at Marist University to drive his vision for 
what happens on the field of Madden as its 
creative director of on-field gameplay. 





OCCUPATION 

CREATIVE DIRECTOR OF ON-FIELD GAMEPLAY 
GAME HIGHLIGHTS 

MADDEN 25, HOMEFRONT, MEDAL OF HONOR, 
TUROK: DINOSAUR HUNTER 
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Mild Blood 
Mild Language 
Suggestive Themes 
Violence 




NEW TEAM GAMEPLAY 
UmsASH comeo ultimate jutsu oa s 


PRE-ORDER AT WALMART NOW TO 
GUARANTEE YOUR COPY OF 
THE DAY / EDITION"' AND MORE! 















